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GETTING STARTED 



Welcome to To^ " " "' "■"^'' 

is all about stej 

your drea 

lustrous [ 

(t for a spin arc 

environment an 

at the expense of others 

loved vehicles. 

The first tirrte you play TotaM! yr" 
will only be given ae '"""^ 
numbec of tracks ant. 
every advance you mate in the Can 

become available that car: be used ii ,„___ 

the screen below, you are ready to exp€rtcnc€ Ibtaledl 




GAME MODES ^ 

ig Totaled! as a single player game allows two different modes of 
■s^dc ar^d Career. In addition to this, many of the game tracks 
3 through play in Career mode will also be available in 

[[player mode, along with some atenas specifically desigrred for 

iplayer fun. 

CMKEER MODE 

There are some sixteen tracks and a dozen vehicles to play with in 
Totaled!, but only a small subset of them are immediately available. 
Career mode allows the pfayer to work his way through all that the 
game has to offer, competing in various events in different game areas 
and with selected vehicles. Each time an event is won the player will 
open up more of theg^^^^^^ess on to new challenges. 

"'^^^^^fll you must first select the "Career" 
option ImSHMM^^^^^^Si you wilt be taken on to the Career 
selection »ni9H^^^^ 

The "New" opi^^HHcw you to b^n a Career from SCTatch, 
starting with just the four initial levels and three vehictes. From there 
you v/ill be asked to enter your piav ef na n^ nd then asked where you 
would like your Career records dS^tt^^^Rjing & Saving) before 
beginning the Career mode an^^^^^^^H 
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Arcade and MultJi 



lory Unit that 
; to continue f" 



itinue" option will allow you to pick up Totaled! fi*om the 
_j left It off last time, and w[l locate and restore your current 
Ffecofds fronr^Rgi^Ter tbey;^^^S^^ Opttoivwill ofljy^pull 
up the most recent saved file how,^ 
not match tl " ' 
currently att 
DS^ return you 

Note: Anything & 
progression remai, 
mode any time ther^flCT' 

If you saved your last Careej^f^" 

been removed, you will obvi; 

unless the MU is re-inserted^^^^^^K' 

The "Toad" option allows yo^'^sHI^^ Career file fi 
previously saved on either the hard disk or any avallal 
(see Loading & Saving). 

MRCMDEMODE 

In Arcade mode, the player is allowed to play wit|- 
on any available arena, either choosing his ov" 
of the two pfedeHned rule sets for that arere 
and vehicles selectable through the Arcade i 
how well a player has previously done in thr 
vehicle unlocked during Career mode play W 
available for selection in later Arcade and Mi 

Every 3rer^a you can sdect will present you with] 
play, and one "custom" option, that allovii 

MULTlFUiYER MODE ^- 

As with Arcade mode, if you chcK 

v/ill have access to whatever vehrcica anu m 

through the Career mode. There are several aren| 

designed specifically for multiplaw 

be available on the track selecliorj.^ _ 

unlocked during Career mode play wlIT rerji 

selection in later Arcade^and M-ultipl?'"^' " 

allows the player to c^ ' 

When Multiplayeriss/ 
the game then has tb < 

part. From there it is on to tr 

having two pre-defined game tyf 



e. Any track or 
rmanently 



game types to 
■'^'^'» style. 



r game, you 



i,, affecting 
11 be taking 
r track 
tion. 



that allows you to pick yom own gaiTie style. If the muHiplayer game is 
to be played as a team game, then the player needs to select the 

Multl^^^^^^^ played split screen, with ttie screen split intc 
halves (vertically or horizontally) for a two player game, or quarter 
the event of s game being played between three or more players. - 

TEAMQTiMES ^ ^ J 

Many multiplayer games can be played as a team game, with each ] 
^i...-_ -i»i..^^i-_ *._ i_+.,. ..« ™ r^.ikinn Qfi either the Red or Blue team. 

r should choose the "custom" 
fitting to "yes". 

,_,„ .„_ — . ^Is or her vehicle they then have to 

,pfa7on one of the two teams. The game will not begin until 
.._, 3T has selected their appropriate teams. In the event of a team 
being selected In Arcade mode, and only one player taking part, 
„.- player will automatically be assigned to the Red team, with all the 
remaining non-human vehicles balanced out between the two teams, 

• f team game where the aim is to score points rather than just 

ee. or to destroy all of the opposition, the combined totals of all 
the players on the same side are counted rather than individual totals. 
>bu cannot score points from crashing into players from your own 
team, but you wili do damage to them, 

CONTROLS 

Totaled! is playable with either a standard Xbox Controller or steering wheel, 
and allows the player to select any one of a numlier of differert configirations. 

The standard Xbox Controtler contigtiration is shown here: 
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Com*™ Up 

■ Csmara Down 



THE CABS 

The cars in Totaled! CQDflg 
and Performance Cars. E^C 
vehicles of that b^d.raW 
unique propert 
of these ty"-"- 
displayed.! 
values reli 
as fellow! 



sNs con^pt 
dividual" 
^jareer with one veftii 
nakeupew 
reen. Thm 
_j)n.the§aB 
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standing start. 

- The over, 
- How well the ' 



^T vetiicic will reach fu' 



;the vehicle, 
t the road. 



- the overall i,.-..- -^ 

- How much damage the vehicle will take bcfon 

is destroyed. 

These values are unique for each vehicle in th» 
will be carried across every car within a certai. 



t basic t 
:ype. 



HOT rod; 



ir>rx ^^^ 



speed they more than make 
being up against the clock is? 
at your leisure is what it's all; 
to be driving. The Rods acerfK 
ilfteven surfaces, or any^ 
br the novice you can't' 
choice of Hot Rod will be "Jax 



MUSCLE CARS 




enough traction to alk 
•■-■"■»- enough to *-*- 
er surfaces 
^ ' I terms! 
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'■ 5«5 - J. mi; 



ri.Hitf»:>;«n:ii'i:- 



nd concrete, these are the jack of 
■you a good balance of everything 
► really begin to master in Totaled!. 
t^vm\ IS the "Bullet", 




-^ Thes^Hmthe babies that 

low better 
;o a 

', but they 
h to tear 
' apart you won't be able to 

stop yoursenraBSnnnpsmooth and lovely, the performance cars are 
all speed and handling, allowing the more experienced driver to dance 
circJes around his oppofjents and use his superior pace and 
maneuverability to make the difference. Vbu don't want to be getting 
into too many pile-ups with these, but their additional speed provides 
a real boost v/hen it comes to being aggressive. The first performance 
car you can choose is the "Daytona". 



THE ARENAS 

There are eight standard playing arenas available in Totaled!, all of 
which will put your through thre|mmg[|^K challenges. In addition 

to this you """ ''—* f r~"if'"^^nEjBrr'"'' wbich again have 

three dlffec^^^^nn|^^^^^^|Kd which will present you 
with prn hi c^ffwrnemt^n^^^^BKr'"^'^ styfe of gameplay. 



When playing the pme in ' 
access to the eve 
have already co' 
further pro( 
Moving the , 
events you nee. 



I, you will only be allowed 
re either unlocked or which you 
re locked away fnam you re^yke 
er to open them up( 
pill show you exactlj 
srder to be granted acces 



Most arenas have some restrictions of the cars allowed on them, and 
omegame rules willra^gteja|^^i£e5to£erhaps a single type, or 
§ren a single vehicle F9^^^^^^W^S^^^ 
\Vhile ail arenas are c^^^^^^^B^s they all vary in terms of 
sfze. s toxtaiwhj iJMil^^^^^^^^HfalipJ.S '^P ^ built areas used 
for noaHHHH[^^Q|^^^8|Xl9H^^r arenas might be 
cordoril^BBMHWB^HIBBff^fegons. The^d^ving 
surface "^■'i'^BBHHBH^HHl'^^ arenas howeKg^as 
driving a cararoUnd^i'^^^Hn^^Kha is going to reqji*f€^- 
entirely different set of taCt WWiW BwSund city streetsV A| is 
always the case, you should ■studytne game rules and arena, specifics 
before choosing the car you will use in the challengej^ ^^ 



SELECTING A TRACK 
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Each track j " ^^'' ^^^^ "■ 

through th 
By moving; 

Ihunt^ti^Bl^^^t, you mcva 
the se^^^^^^^KToss the 

worlrH^^BBB^P^g ^^^^ 

available arena, Wflen you have 

sclect^Uh^rgn^Hou want to play, 

press^H^^^^Button. This •ini< 

displs^ilRMIIRII events for 

that track. Pressing up and down on the I 

moves you through the events for that Irat... — - 

If the event is currently marked as "l ocke d . then 
what other arenas you need to compi 
If the event is available you will be gis. . , 
that apply for that arena. Peessing the © 
will select that event and rr™'" """ "-^ *' 
Pressing © or IJp will drc 
you to choose a different ', 

If playing the game in Carf* 
wi!l give you the chance t 
and save them to a differei 
[.This is handy when; 
„ific WU when you plar. 
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SELECTING A CAR 

,at you p(ay, yoM 
■vehicle you wan 
play in. Some arenas and 
will place restrictions on ( 
vehicle you are allowed to use" 
them. Pressing I^»^-arviiii^H* - 
D -pad or kftt , 
you through alt 



U-';': *•*' ll ;|i 
. * tJ»U: 



vehicles, while. 



down will paint the vehicle in one 



Should you want to further examine the vehicle on the selection 
screen, pressing Q will allow you to view it on 3 separate screen, 
he [eft thumbstick will spin the car around in aH difectrons. 
not all vehicles are available for selection at all times. Some 
e more severe limits on the available vehicles than 
.arly stages of your Career you may. in fact, have only 
.-Vehicle to choose. 



ON-SCREEN DISPLAY 

There are several ele meats to th e on-screen display, some of which vary 
depending upon th^^^^^ne you are currently playing. 



screen holds the current scon 
will always show your score, j 
the leading player's score, and 
scores of your two nearest 
opponents. For example, if you are 
in sixth place, you wilt see the fifth 
and seventh placed scores, plus the 
leader. Vour own score is shown in 
orange, the oppositic"'"'-'^'" 
blue. The scores wifl 
also show up as Cht.^ 
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..own as straight points, but can 
or Kills in mthrftnniBnfciiMii' 



fiGE GA* 



- At the top-( 
eventually come to a 
will at least showa ti 






reen is the i 
^nygame"* 
for the last; 



a will 
run on a timer 



- The number of nitros your vehicle I 
shown in the top-right of the screen. 
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jm-left of the screen shows the current 
at green to indicate ^n-juTriamacrpH 

lugh to red when )fd\ 
'" hing then the V 



'!> 4:^y*^^ 






ers over other cars on screen. Usually these markers are 
'the vehicles in the !eMng,DOS,ition. or whert^Jhe 



position has a direct bearing on tm 



bonus points drawi^^^^^^^^^n^^n|B screen, and 
addition on-screen ]m^^^^^^^^^^^^ffi|mE|e,^a directional 

arrow will point y'^^EDOHHBDB^DHBflHV^!^^ 
game type, checkpo^W^^iSSXW^5|»^^^^^^^^^^ 
features, team arrows indicate the allegii 
game, and so on. 

STANDARD GAME TYPES 8t - 
CHALLENGES 

During the course of the game, whether playing in Careefj^" 
Multiplayer mode, you will find the game rules shift an<^ 
different events. Listed below is a campr°^*°"*^^^ '■** "* 
ruJes yiju'll discover. ' 

FREE FOR ^LL: Standard "deathmatch" style game, The game ends 
when the timer runs out or there is just one car left aljw. The winner is 
the player with the most points at the end of the p 

L7\ST M^N STANDtHQ: Kp 



the game, the play 



a specific point tall 



jefor Al 




runs out 
the end o\ 



but with i 

Jy require di^, 

first player to ae 



HUhiTBRi 

where you ^ 
destRT 



liij^Jr:' ',t .'ti.riM 



poinUattheendorthe 



I I -■4l 



r.A 



points in the direction of the prey. When this arrow is green, the pre) 
nearby, while red indicates it being a greater distance away. The prey itself is 
indicated by the presence of a red marker, which switches with each new prey 

STUNTMAN: A game where points are scored for pulling off stunts, 
and for destroying breakable objects, Danjage to other vehicles 
khan usual. The winner is the player with the most points at 
^game, 

rOR: Racing challenge - ^v-- 

..wherc the last player to pass ^^,.^1 

through a checkpoint, to complete a 
lap. or to be lapped by another car. 
is removed from the race. The 
winner is the last player left aHve in 
the game. Should 
before all oppone 
the wmner is the driver in I st place. || ^ 

In Eliminator games it is important 

to keep an eye on theXaj^emaining" indicator and the ocm 
markers over eacyHHEE^H^ vehicles. These markers 
periodically and jralHBBHBiware of them if you want 
being the last of the remamtng cars to complete the currer 

OFFENSIVE DR/V/NQ: Usually one-on-one where the objective 
's to takeouta single opponent in a given time frame. Dest roying tfie 
oppos^flfl^lj^xesutts in a win. 

DEFEmfv^RlVINQ: Usually two-on-one where I 
is to survive for a given time frame. Staying alive wjll result! 



MULTimq: Hit every 
time frame. 



e arena with. 



LMBlPWi 



MCTIVE eHECKP0lf4T: Half race, half Free For Alt. but with 
each checkpoint remaining active for a given period <(jTd «iy^.rdln8 the 
player wi til a poir 
wrth the most points at the end of the^ 

CHECKPOINT Rflpf^ Arcade m 
St be react 
'timer run 
llenge m 



\li>i.: 



i*'ij 



ckpotnt 



'A':. 



I* :• I 



iJallZU 'Uif 



'f' * «• 



M 4* ' -i '* I 



>m.i< 



playwitft. 



the crates and don 
Challenge modes dfiiiy. - 

BUS 7UMPINQ.- Jump so 

going for as long as you can. If you-, 
the game is o^m^^St»dx^^dkn^ted•. 
Played in chaH^^^^^^ 

mnQETj 

the desi; 
Played ii 

BARREL ROLL: bounce the barrels Into the marked targe 
before time runs out. Played in Challenge modes only, 

171P TIMER: Complete tlie specified num ber oUaps aron 
track within the given time to succeed. i 





within the time limit to win this ga me. Do ing so will require 
accurate negotiation of the four ra 

M^NUf Vf R5: Pull off the listeff^es of man 
car. against the clock. Fulfilling them all completes 
successfully. 

SMASH EM UP: Take oi^ — 
doing as much damage-as yolj 

Some of the abov% g^me types igi^l^jQ^Jn multiptayer asTeam versions. 



STOM GAME TY. 

jen playing the game in Arcade tl 
the ability to set up custom vr^^ 
elements such as time limits. . 



re^ven 
'ying 



Certain ga*" 
elements. 



' vafues you can 
'^ redundant. 



underba' 



g from a 



; same restrictions 3S 
;e ends when this value is 



ime style includes racing elements then you will find 
.Sd to set the nurrvber of laps or checkpoints father than 

U Number of vehicles in the arena when the game 
1 ngure includes any other human players; so a four player 
_ jf game, with this value set to eight, will include four humans 
ou'r game-controlled vehicles. 

wii ■ . -How well the computer controlled opponents drive 

against you. The settings are easy, medium, hard and evil. 

- There arc only two setting for this options; yes and no. 
Only certain games styles are allowed to feature a team option. 



SCORING 

While smashing up other vehicles is a pretty straightforward affair and 
doesn't t^^^^^^^^^^^ket science to understand, how to score 
the mostmHH|^HR can be a little more complex. The points 
scored rdQnfl^^^HfiHHlaM|||^r of 

_^^^^^^^^^^^^Pf^^^HRr wilt always the 
share of^^^^^^flRBB|^Bp<^ aggressive driving rather 

dera^^^^HHD|H^9H§ 

>latiDn to the 



points for every 



a 




• . • ■ ^11 * 4i 


share of j 


• 


■■- ife ■,:-:;■;•,- ■ 


than deffl 


[ 


. • -.1 . ' ?' i' ! 




i 


It * . t iH . - 


W^^Si 


1 '• •! 


• •••!• '• 


•tmmmm 


,>;*Jl^.:,. ;.';,<' « 






r moGO 


<« -^" 



JMfpVE BONUS -The aggressor m any collision is also awarded bonus 
points dependant upon the maneuver that wat useittym^are the 
Itollision. The moves show up at the bottom ofTpCT^H^HBnEwith 
thei r score bon us: Th eSe are as fol lows ; 



^a-'.-i 



iid very damaging coJlisrqnA / 



^ONE : 500 POIMTS 



tele, ideally dead center. v-il i/^I 

HEAD ON : 5< 

Going head to he 

REVERSE T-BONE : i 500 POINTS 

A T-Bone. but hitting the target caf wltti the rear of"'--- -'-'■■ 

SHUNT: 1 000 PCI, 

The front of your V _ 

REVERSE SHUNT; 15. 

A shunt, but using the re 

SIDESWIPE: 1500 POIN.. 

Hitting any part of the target vefiiGie'... ,— . .... 

CLEAN THEIR GRILL : 2000 POINTS 

Driving the back of your vehicle into the front of a tatgetvehii 

causing the greater damage. 

BLINDSIDEO : 2000 POINTS . 

fl T-bone pulled off without taking any <' 
inflicting a tot of damage on the tag 



le to cause ttie impact. 



, the side of your vehicle. 



to yourself, but 



CHERRy HIT : 2000 POINTS ' — -- 

Pi Head On pulled off without taking any damage to yourself, but 

inflicting a lot of damage on the target vehicle. 

BODY SLAM : 2000 POINTS 

A Side Swipe pulled off without taking any damage to yourself, but 
inflicting a lot of damage on the tatget vehicle. 

TAI L WHIP : 3000 POINTS ^___^ 

^■^■K^ody Slam, but done using the rear end of your car It! 
^^^^^^Hlled off by clever use of the handbrafce''. 

TOTALLING AN OPPONENT: 1 0000 POINTS J^ 

opponentout of thfegSSaffiiKli a final blow gt^^ . 
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spectacular happening, somethic^^^^ra^HfEfte crowds screaming, 
also receives a score bonus. For t^^^^KKKk 

SPINNING A C AR: l OOO+P^ 

Sending a car spdHSw^U^BK^^^^EPu ocinus poini 

ROLLING A CAR : 2500+ PO^H^^H| 

Send a target vehicle tumbling and rolling s tJSSSXititi^SMSSSti tiied 3(6 
5000 points for every full circle it turns. 

CRUSHING A CAR : FIVE TIMES THE BASIC POINTS 

Squashing a target vehicle into wallfrj ^ 

arena gi^res Five timss the points vQu CTW^Mfe rmal collision. 

AIRBORNE U): - In addition to the normal Crowd Pleasers, any 
, collision |h^«es place with cars in the air earns yet more bonus 

points: sl^r 

TRRCET CAR IS IN THE AIR: 500 POINTS 

CARS ARE IN THE AIR; 1 00 POINTS 

yOUR CAR IS IN THE AIR: 250 POINTS 

- Some arenas are custom built to encourage 
drivers to pull off exciting stunts and jumps. In such arenas the points 
picked up from damaging other vehicles are reduced while clever tricks 
and stunts are rewar ded more h eavily. To qualify as a scoring jump the 
driver must get M^^m^^^ound. travel at least 20 meters and be 
in the air for ov^^H^^^Wtime he does this he will score bonus 
points for the distance jumped^nd the amount of time spent in the air. 

In addition to these basic points there are other bonuses to be gained. 
For example : 

JUMP OFF MARKED RAMP AREA : 20 TIMES BASIC POINTS 

that score these bonus points are clearly marted as bonus areas. 

LAND ON MARKED RAMP AREA : JOOOO POINTS ^ 

Ramps that score these bonus points are dearly marled. 

LAND ON MARKED TARGET AREA : 20000 POINTS 

Target areas that score these bonus points aire clearly mark 



JUMPING OVER A CAR (LEAPFROG) : 5000 POINTS 

To pick up these ibdnyBPOirits vqm must clear the tan^fr^ffihkle 
without any ca^^g^f^s^^ ■ ^ ^ /'"^f *J< « 

_' MPING THROUGH HOOPS : 5000 POtNTS^ J 

^Khen you see them, you'd know wh 



«en you see them, 
LUNG YOUR 0^ 



ilSLLING YOUR OWN CAR : 
1000+ POINTS 



The bonus irKrea5es"W1tti"cvery 
half circle tumbled. 

SPINNING yOUR OWN CAR ; 
DOUBLE BASIC POINTS 

The bonus increases with every H 

half circle spun. - -■ 

- There wil 
other items \ 
played. Sma 
result in a 
specific ^1,. 
etc. All of these bonuses will be stated at 
type that uses them. 



s awarded'br 



.ngof any game 



AWARDS 

At the end oF every game there is a chance that any of the players, 
either dead or altve, will become the recipient of an award- These come 
in the form of simple icons displayed to the (eft of each player's score 
for that game. The awanJs are give as foltows; 

award is given tolf 
icular crash: 
fthis award given- 



featheir dfcowardrce. This is given t 
inflicts the least amount of damage?i 
yet stayf aljjj^l^^-^^^e du' 
something WDeprouf bf. 

1) award goes to th 



c:2 



Q 
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tSKiysounruff 



lik •!- ii«- 

Bl|i|llii*-tf 



• '■. -4 ':li * 



J* 



The pla; 
is given tM 



H easy award to recog.,,, 
Ipicks up the most kills 
,. ^'fen^tiFS isn't necessarily the 
te who scores the most points, but 
off thewound^ed. 

le most damage and yet slays alive 
J takes a licking but keeps 




"king out the driver with the biggest score in any game 
~"h't be hard - they'll be the one at the top of the list. 
:r, the aw^rd is given to them and is really used 
.dmark on their overall Career records by simply 
rting the numbers of times they have won an event. 

■re jumps and then there are stunts arid w/hlle the 

might be the one to watch soaring through the 
E driver who carr crash through a pile of crates and 
id sweetly on four wheels is the one who will be 
'ned 



LOADINGjSAVlNG 

Keeping a running record o! your 

■ ~ " ■ ".means that all 

evir tracks that 
<^- ——-.of play 



sit »- »' -- 1 -4. » 



can chq 
either t( 
connectei 

vou have created your Career saved ^■ 
le process will continue i 

gyour files automatically 

leaving you free to get on with the game. 
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When you start a new/ Career, Of 
choose to manually save your 




I iVUttiiaMiiimEilB* 
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r the location of 
'»^*gfcen will 
Kwing 
"available 



1 r_i 
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:es you can use. 



Xbox hard disk w^wTe t1 
the Xbox Controller ancl 



iabelled according to 
^ey are inserted 



.at either has 
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Once the device has u 

individual saved game files stored qi 

The "Empty Slot " selection will be highlighted as default. Selecting this 
wilt^^uc^^^er files into that slot. Highl i^feypg^y of the other 
fllea^H^^^^Ko overwrite them with thnHQlbes. 



Note: Only Totaledf saved game files and ''''^^isDHBHp^ 
accessed through the Load and Save screens. afy'ro^lSSBttional 
game titles will not be displayed in these screens and cannot be 



accessed. Should you need to clean up ^ 
you should refer to the Xbox fnstfuctiof 



p storage device then 
If details. 



During tbe Career mode your files wi5l be 
time you return to the track setectioaia 
opt to save further copies of your Q 
can choose to direct your saves to a J 
to save a copy of your Career records onto a 
data to anotherj^ai^KKl pit your unlocked 
a friend, then ^HHHo so here. 
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OPTlOnS MENU 

The options metU|^lows yon 
game on your ^^Sn^^ bt 



■!»> .JiTSBin^iL « ♦ *' I I • : 



defaults or 
ain functions: 



AUDIO OPTIONS 

■ "'^' canehanee 



(ma 

wishes t 



ii !• ■ ' • 



volume levels for sound 

*ed from 1 Q 



COMTROILER OPTIONS 
The controller' 
Controllers — 
Control!"" 
through tt 

GENERAL' 






e player to conflgur 
tton layout. All standHnBDBST 
snt configuration settings -Type A. 
Jditional options for steering wheels. 

ifault game behaviors; 



update your Career files when you do so manuaHy. 

■ you can alter the way that the two-player split screen functionality is 
"■ -d. opting For a vertical split rather than a horizontal one, 
ling that may we! I appeal to those ptaying the game in 
wiflescreen format. 

• You can choose to have all players share the data stored on any 
inserted MU so that evcryorte has access to the same vehicles, or 
you can restrict this to only access records from the MU inserted into 
each individual Controller. 

• Finally, you can enable or disable the vibration function on the 
attached Controllers. 



CAREER RECORDS 

your progression through the Career Mode of the game results in the 
accrual of a persistent record of your achievements, chronicling your best 
achievements and worst faifures. your favored choice o( cars and tracks, 
and the number of game awar^mj^KB^^H^ring your Career. 

Provided you are p!ayln^||^^^H[^^HB|B|||UMew your 

current Career record ^^■^'fBiBiEB^^^^KI^^^^^K^ "^^^^ 
Controller wWleon the t 



REPLAYS 
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' replay from Cinei 
the icon wil 
.gyou have more 
^ .^ tumfu* vvt;;! v/ifdt civi,njn la aiiuw^i, wt, njss cne aoQeo sp'Ce or 
the cinematic effects, tn this mode, the trackside cameras will stay 
focused on any one vehicle, up until th^BHHtfHBfc<totalled and taken 
out of the game, ybu can alter which d^^^^S^Dthz cameras by 
pressing LEFT or RIGHT on the D-pad. ^^^H' 



v Pressing UP on the D-pad oncelrio 

^ Car Camera mode, shown by the ic( 

J you view the action from behind the car,- 

"v ^ position to how you view the game while-^ 

can control which car is the focus of the replay by pressing LEFT or 
RIGHT on the D-pad. As with Tracksids Camera mode , in this mode you 
forgo the luxury of the added cinematic effects. 

^ Replays in split-screen multiplayer gar~~~ 
N above, with each player having inde^' 
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"^ all of the players selec 
view the replay in that manner. Once every plaife, 

mode the display w|l^jtch to full screen and 6\ _ 

single player gama^H' player that has selected Cinematic i 
part of the 5cree^ffl|eej||^g^|^^ed while they wa 
other players to sam'tha^HHfi^BK 



Replays ca 
When the,-, 
"Save Replay" will aC 
Xbox hard disc. ' 



•later viewing if you so choose. 



PLAYING TIPS 

Totaled! is a game (fial can he played by anyone, regardless of their famirigrity with 
consoles and games. Becoming more skilled at Totaled! comes from practice, but there 
are a few simpte concepts that can make Ebis transition a little easier. 



TEAM CREDITS 



8c aggf 
activielii':^ 
nwrt flit'; 
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„ hitting hard. 




consequenity, the less It takes). Once you ve irc*ij[^pu have to get back up lo 
speed. Aha being s tatjorgf^pjjk^ jmu an ■SBHigfot othcf vehicles. 

■ t:i',^"^^'[\ '/"^ ^;3i^|HH3^Q|v ^^^ "eed to turn your car araund and 

W^o success. Many cars respond very wdl to 
ike turn if they are travelling at any sort of 

«3iii nitros are a limited resource and firing them all off in 
,ids of the game will very rarely be your best plan, you get a large 
,so some playejs will hold on to their stockpile for the endgame, 
.them solely for firing themselves into ctowds of vehicles. Modify 
..es CO suit your style of play and the current game rules, 

■ - Some arenas have wonderfully smooth surfaces and fragile 

opponents, and slower, heavier cars can work a treat. Use the same car on less favorable 
tefrain and you'll be a sitting duck. 

- Don't be caught out by picking the wrong style of play for 

' '"'es, SoiTieiimes you ""'' "■ *- i^.—^ i- —^..i. .___,_._ 

'■^es just survivif 
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Meet Agent BloodRayne - a super-sexy, 
super-lethal, super-natural heroine who's out 
for blood in the most intense action/horror game 
the year. This double gun-totIng, knife-throwing 
gymnastic vamp hunts down evil through exotfc 
global environments, leaving a trail of carnage in 
her path. Look for it Haltoweet^ 2002. 
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